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Speaker’s Bio 

I have been writing adventure games since 1982 having created 14 games that 
have reached the market and a few others that are sitting on Davy Jones hard 
drive Some of the games I've written are Planetfall Leather Goddesses of 
Phobos Zork Zero Hodj n’ Podj Superhero League of Hoboken and The 
Hitchhiker's Guide to the Galaxy (in collaboration with Douglas Adams). I am 
currently working on an enormous graphic adventure game called The Space 
Bar to be published this fall by Rocket Science Ron Cobb is providing the art 
direction 

Introduction 

My past talks at DevCons have concentrated on the specific topic of humor in 
adventure games Admittedly, this is the specialty for which I am most well 
known However, in creating so many games over such a long period I have a 
supertanker full of experiences in every area of adventure game design and I 
would be interested in sharing these lessons with the game community 

Methodology 

A good deal of my talk will draw upon my own experiences, opinions, and 
conclusions. In addition, I have contacted other veteran adventure game 
designers in order to assemble a consensus on some of the topics mentioned 
below (And, if there is no consensus on a given topic, to present the arguments 
on both sides of the issue ) 

Outline 

Here is a list of topics to be covered This is also the basic outline that I used to 
interview my fellow designers: 
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• what is the correct balance between story and game play? 

. non-linearity can there be too much of a good thing? 

. what makes an ideal puzzle structure? (choke points, multiple solutions, 
multiple endings ) 

. first-person vs third person point-of-view 

. tricks for creating believable characters using extremely limited resources 

• tricks for creating a limited universe without feeling "walled in" by arbitrary 
boundaries 

• in what order should the elements of an adventure game be designed 
(story, geography, characters, puzzles, objects ) 

• finessing game difficulty 

• putting hints in their place (in the game, a separate book, an 800 number 
nowhere at all ) 

• how to put flesh on the bones, by handling incorrect as well as correct 
inputs using limited resources 

• when to follow rules; when to break them 

• humorous anecdotes and bloody war stories 
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YOU ARE ABOUT TO TAKE PART IN AN EXPERIMENT. 

AN EXPERIMENT IN GROUP ATTENTIVENESS. 

FOR THIS EXPERIMENT TO WORK, IT IS IMPORTANT 
THAT YOU NOT LOOK AT ME WHILE I AM SPEAKING. 

I HAVE EXTINGUISHED THE HOUSE LIGHTS 
TO DISCOURAGE YOU FROM WATCHING ME. 

INSTEAD OF WATCHING ME, OR ANYTHING ELSE, 

I INVITE YOU TO CONTEMPLATE THIS POINT A OF COHERENT LIGHT. 
FIX YOUR EYES ON THE POINT A AS YOU LISTEN 
TO THE SOUND OF MY VOICE. 

THE POINT A WILL NOT MOVE WHILE I AM SPEAKING. 

BUT IF YOU GAZE AT IT STEADILY, EXPECTANTLY, 

IT MAY APPEAR TO WANDER. C HC 
THE POINT A WILL NOT CHANGE ©@[L@[^ OR OIlC. 

BUT IF YOU FIX YOUR EYES UPON IT CONCIENTIOUSLY, 

IT MAY APPEAR TO OSCILLATE IN DIAMETER OR HUE. 

THESE ILLUSIONS WILL OCCUR ONLY IF YOU STILL YOUR MIND 
AND FIX YOUR EYES UPON THE POINT A. 

REGARD THE SPACE AROUND THE POINT A, 

AND TOGETHER WE WILL SHARE AN ILLUSION. 

THIS IS NOT AN ATTEMPT TO HYPNOTIZE YOU. 

I AM NOT A HYPNOTIST. 

I AM AN ENGINEER OF ILLUSIONS THAT CAN BE SHARED. 

WE ARE ALL ABOUT TO BECOME ENGINEERS OF SHARED ILLUSION. 
THIS PARTICULAR ILLUSION HAS BEEN ENGINEERED 

TO mW7E YOU 

_TO FASCINATE YOU WITH POSSIBILITIES. 

THE POSSIBILITIES OF THE INTERNET AND THE WORLD WIDE WEB. 
ENGINEERED TO SUSPEND YOUR SKEPTICISM. 

TO TRANSFIX YOUR ATTENTION. ATTENTION. 



▲ 


THE POINT A OF THIS EXPERIMENT IS 
TO ACHIEVE ATTENTION. 
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NATURE REWARDS ACQUISITIVENESS. 

MATURE REWARDS COMMUNICATORS. 

PEOPLE UKE PE ONUNE EXPERIENCE BECAUSE IT SATISFIES PE HEED TO COMMUNICATE 
PE NEED TO NOT BE ALONE. 


AND THAT IS WHY IT FEELS GOOD TO TALK AND TO PLAY. 

IT FEELS GOOD TO COMMUNICATE. 
PE NEED TO FEEL CONNECTED 


YET TODAY, THE WEB IS A CURIOUSLY LONELY EXPERIENCE. 
YOU ARE SURROUNDED BY MILUONS OF SURFERS. BUT YOU CAN'T WAVE TO ANYBODY. 

WJS GET IS A NUMBER AT THE BOTTOM OF THE HOME PAGE, INDICATING HOW MANY CHANCES TO MEET SOMEONE YOU MISSED 
HAPPILY, THIS IS BEGINNING TO CHANGE. 

SOON THE WEB Will BE ABLE 10 PROCESS COMMANDS FASTER THAN TOO CAN MAKE THEM S °° N ™ “ WIU BEW T ° N0, ' C! <0U 
WHCHTHATHAPPENS. THE WEB WILL BECOME CONVERSATIONAL " #N ° F °“ UTE ' NEERESTING RESP ° NSES " 


WHEN PAT HAPPENS, THE WEB WILL BECOME INTERACTIVE. 
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N\V\OTU\\ER GAMES OFFER PEOPLE 
TVS -TO OF COMMUNICATION 
SLUGLS-PIMER GAMES 00 NOT 
WORKER GAMES ARE 

WORE INVOLVING 

MORE ADD|CTI\| 

COMPUTER GAMES Hfc/p^o engine £0§Jt£ 

ENGINEERS Or SHAPED \LLUSIONS 

ALL WE NEED IS AN ADEQUATE NETWORK \N\TH AN ADEQUATE NUMBER OF USERS 
ALL WE NEED IS ADEQUATE COMPUTING POWER. ALL WE NEED IS AN ADEQUATE 
OPERATING STANDARD. THANKS TO THE INTERNET, THE WAIT IS ALMOST OVER 
THANKS TO THE PENTIUM AND, LIKE IT OR NOT THANKS TO WINDOWS. 
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PUBLISHERS WILL STUBBORNLY CONTINUE TO PRODUCE GAMES THAT 
REQUIRE A CD-ROM. THIS IS NOT A PRACTICE THAT SHOULD BE ENCOURAGED. 
THIS IS OUR CHANCE TO TRANSCEND CD ROMS AND ALL PHYSICAL PACKAGING. 
WELL-DESIGNED ONLINE GAMES WILL BE ENTIRELY DOWNLOADABLE. DON'T 
FORGET THAT MODEMS WILL SOON BE A THING OF THE PAST. HOW SOON? 
WITHIN ONLY TWO PRODUCT CYCLES, A 25-MEG DOWNLOAD WILL SEEM ONLY 
SLIGHTLY EXCESSIVE. AND IT ONLY GETS BETTER FROM THERE. THE CONVENIENCE 
AND ECONOMICS OF ONLINE DISTRIBUTION ARE IRRESISTIBLE. EVERYONE WILL 
BE MUCH HAPPIER WHEN THE AGE OF ONLINE DISTRIBUTION BEGINS. EVERYONE, 
THAT IS, EXCEPT THE DISTRIBUTORS AND RETAILERS OF BOXES. 

LET US HAVE A MOMENT OF SILENCE FOR THE DISTRIBUTORS AND RETAILERS OF BOXES. 

IF WE WONT BE SELLING OUR CUSTOMERS THINGS ANY MORE, WHAT WILL WE BE 
SELLING THEM? WE WILL BE SELLING OUR CUSTOMERS THE PLEASURE OF 
COMMUNICATING WITH EACH OTHER. 

WE WILL BE SELLING OUR CUSTOMERS TO EACH OTHER. 

HOW CAN WE BEST SELL OUR CUSTOMERS TO EACH OTHER? TO SERVE OUR 
CUSTOMERS BEST, WE MUST GET OUT OF OUR CUSTOMERS' WAY. THEY DO NOT 
WANT TO REMEMBER THAT WE ARE FACILITATING EVERYTHING THEY SAY AND DO 
ONLINE. THE MORE WE MAKE THEM AWARE OF OUR PRESENCE, THE MORE THEY 
WILL RESENT OUR PRESENCE. OUR GOAL SHOULD BE TO MAGNIFY OUR CUSTOMERS' 
PRESENCE WHILE CONCEALING OUR OWN. OUR CUSTOMERS WILL BE ATTRACTED 
TO THOSE GAMES AND SERVICES WHICH OFFER THE HIGHEST QUALITY OF PRESENCE. 

OURS WILL BE AN ECONOMY OF PRESENCE. 
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WE HAVE TO SEND OUR BODIES OUT THERE. WE DON T._ 

POWERS WOU LD WE GRANT OURSELVES? 
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A STEP IN THE RIGHT DIRECTION- 


THE ABILITY TO BE EVERYWHERE, ALL AT ONCE 


WHY SHOULD OUR MINDS ROLL AROUND LIKE CAMERAS 


WHY SHOULD WE SETTLE FOR AVATARS, WHEN WE CAN BE ANGELS? 




OUR GOAL SHOULD NOT BE '‘VIRTUAL REALITY. 

SPACE & TIME ARE NOT INTRINSIC PROPERTIES OF VIRTUAL PRESENCE. 


SPACE & TIME WILL NOT EXIST IN VIRTUAL PRESENCE 


UNLESS WE BRING THEM WITH US. 


TIME & SPACE ARE BORING. LET'S NOT INVITE THEM. 


NOW, IT'S ALL VERY WELL TO TALK TIME FROM VIRTUAL PRESENCE. ITS QUITE ANQTHER TO 

SPACETHINGS APART? how WILL WE 
BE PREPARED TO SET ASIDE RATIONALITY. WE MUST BE PREPARED TO EMBRACE STRANGENESS. I'M NOT TALKING ABOUT 


STRANGENESS THAT IS MERELY CURIOUS OR WEIRD. NOT STRANGENESS AS IN BUNGEE JUMPING OR PLATYPUSES OR 


MICHAEL JACKSON'S PET MONKEY 


M TALKING ABOUT THE KIND OF STRANGENESS THAT GOES BEYOND LANGUAGE, THE KIND OF STRANGENESS THAT IS OFFENSIVE 


I U I rlfc IN I cLLcL I. 5» I KANucIMtob SO rKUrUUNULY ALIbIM, A SHIFT OF CONSCIOUSNESS IS REQUIRED TO DFAL WITH IT 
STRANGENESS LIKE THE SQUARE ROOT OF NEGATIVE ONE.LIKE SUPERSTRINGS AND BLACK HOLES.REALLY STRANGE THING S^ 



TO IGNORE WHAT YOU ARE DOING, YOI I ARE mot rcim^ cm n 


KNEW THAT! 1 * IF ANYBODY CAN AFFORD 















































































archaolocical and linguistic evidence suggests that ancient civilizations did not 

N^CESSARILYSKAREOURWESTERN CONCEPT OF THE SELF!- THE CONCEPT THAT EACH OF US IS 
A SEPARATE^f^PENDENT CONSCIOUSNESS MOVING THROUGH SPACE AND TIME! 

A SEPAKATt^fWC^ OF THE PERCEIVER AND THE PERCEIVED! 
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THE CONCEPT FREUD CALLED THE EGO? 


1 


RIGHT! BUT SOME RELIGIOUS TRADITIONS MAINTAIN THAT DUALISM AND THE EGO HAVE NOTHING 
TO DO WITH REALITY! THESE RELIGIONS TEACH THAT SEPARATENESS IS ONLY AN ILLUSION! 
AN ILLUSION THAT CAN BE DISPELLED BY CERTAIN ESOTERIC PRACTICES! 





KEHHEHHEH! 


J 


C THESE RELIGIONS POSSESS STRANGE BUT DEMONSTRABLY EFFECTIVE 

TECHNOLOGIES THAT ALLOW INDIVIDUALS TO ACHIEVE STATES OF CONSCIOUSNESS 
THAT TRANSCEND THE ILLUSION OF SEPARATENESS! 


/■ 


AND WHAT DO THESE TRANSCENDENT MYSTICS HAVE TO TELL US? 



C THEY TELL US THAT WE ARE ALL DEEPLY CONNECTED! PART OF A NETWORK OF MINDS! 

A WEB OF SOULS! AN ECONOMY OF PRESENCE! DOES ANY OF THIS SOUND FAMILIAR? 

AND THEY TELL US THAT IT IS SPACE AND TIME THAT PREVENT US FROM REALIZING OUR 
ESSENTIAL UNITY! THAT SPACE Af® TIME ARE PRECISELY THE ILLUSIONS THAT KEEP US APART! 




THE FORMAT OF THIS 
PAPER MAY HAVE 
SEEMED STRANGE 
TO YOU AT THE 
BEGINNING! BY NOW, 
YOU’RE PROBABLY 
GETTING USED TO IT! 
SO LET’S RAISE 
OUR COLLECTIVE 
ATTENTION TO A 
HIGHER LEVEL OF 
STRANGENESS! 
KEEP YOUR EYES 
ON THE POINT ▲, 

AND TOGETHER 
WE WILL EXPLORE 

strangeness ... 



































































SCIENTIFIC MATERIA! ictc nrw,™ . 

dnBBMr 


ou.vicnun AMAZINGLY PERHAPS 

UNDESERVEDLY. WE ARE ABOUT TO 
ACHIEVE GLOBAL INTERACTIVE 
CONNECTIVITY WITHOUT BLOWING 
OURSELVES UP FIRST. THE WAYS OF 
NATURAL SELECTION ARE INDEFD 
STRANGE! SOME OF YOU ARE GOING 
TOCASH IN ON THE INTERNET AND 
ATTAIN POSITIONS OF POWER AND 
INFLUENCE. NATURE REWARDS A 
HEALTHY APPETITE’ SOME OF YOU 
WILL CREATE NEW TECHNOLOGIES 
AND COMPANIES AND BECOME 
COMFORTABLY WEALTHY. NATURE 
REWARDS ACQUISITIVENESS' 
NATURE REWARDS LIFE-AFFIRMING 
BEHAVIORS THAT PROVIDE A 
SURVIVAL ADVANTAGE! 

THE ILLUSION OF SEPARATENESS 
MAY HAVE BEEN NECESSARY TO 
PUSH US TO THIS THRESHOLD OF 
REALIZATION. BUT BEFORE WE 
CAN REALIZE, BEFORE WE CAN 
EVOLVE, WE MUST DISCARD THAT 
ILLUSION. WE MUST DISCARD IT 
LIKE THE SPACE SHUTTLE DISCARDS 
ITS SOLID ROCKET BOOSTERS 
LIKE AN INFLAMED APPENDIX. 

THE ILLUSION OF 
SEPARATENESS 
HAS OUTLIVED ITS 
USEFULNESS. 

IT IS TURNING AGAINST US 
AND SUBVERTING OUR DESTINY. 

IT IS TIME TO OUTGROW IT 
IT IS KILLING US. AND 

WE ARE THE 
ARCHITECTS 
OF ITS DEMISE. 



THE POINT A IS THAT WE ARE BEGINNING TO REMEMBER 
SOMETHING WE HAVE ALL FORGOTTEN ABOUT OURSELVES. 

SOMETHING WONDERFUL ABOUT OURSELVES. WE DON'T HAVE THE WORDS IN OUR LANGUAGE TO DESCRIBE WHAT 
THAT SOMETHING MIGHT BE. BUT WE CAN FEEL IT. WE CAN FEEL IT. SO WE RE DOING WHAT ANYONE WHO HAS 
TROUBLE DESCRIBING SOMETHING DOES. WE'RE TRYING TO DRAW A PICTURE OF IT WE RE STRUGGLING TO 
CONSTRUCT A WORKING MODEL OF IT. WE HAVE SUCCEEDED IN LAYING THE FOUNDATIONS OF OUR MODEL. 

AND WE HAVE GIVEN IT A NAME. WE CALL IT THE WORLD WIDE WEB. 

BY USING THE WEB, BY THINKING ABOUT ITS POSSIBILITIES, AND ESPECIALLY BY HEL.PING TO BUILD THE WEB. 

YOU ARE CHANGING THE WAY YOU REALIZE THE WORLD. YOU ARE CHANGING YOUR MIND ABOUT THE WORLD. 

THE WEB ISNT JUST SOMETHING THAT'S HAPPENING IN THE WORLD IT'S SOMETHING THAT'S HAPPENING IN YOU 
WHEN PEOPLE SET UP EMAIL ACCOUNTS OR PERSONAL WEB SITES OR JOIN A CHAT ROOM OR CREATE A MUD PERSONA, 
WHAT ARE THEY DOING, REALLY? THEY ARE SAYING TO THE WORLD, I AM I SIGNIFY I AM PART OF A LARGE 
COMMUNITY. I AM PART OF SOMETHING BIGGER THAN MYSELF. THESE ARE EMPOWERING ACTS. THESE ACTS ARE 
AN EXPRESSION OF HOPE. THESE ARE SPIRITUAL ACTS. WHY IS A GAME DESIGNER TALKING TO YOU ABOUT SPIRITUALITY? 
THE ADJECTIVE SPIRITUAL SIMPLY REFERS TO THINGS WHICH HAVE NO BODY, FORM OR SUBSTANCE. 

SO SPIRITUALITY IS ABOUT THINGS THAT ARE DISEMBODIED. THINGS THAT ARE FORMLESS. THINGS THAT ARE 
INSUBSTANTIAL. THINGS THAT ARE ... VIRTUAL. SPIRITUAL EXPERIENCES ARE NOTHING TO BE ASHAMED ABOUT 
SPIRITUAL EXPERIENCES ARE, IN FACT, QUITE PRACTICAL. SPIRITUAL EXPERIENCES ARE, IN FACT, OUR BUSINESS 

OURS WILL BE AN ECONOMY OF SPIRITS. 
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Some of you are now thoroughly embarrassed by my pretensions. 
Some of you think that spiritual purposes are f uzzy-minded and 

MOT respectable. 

If the development of an effective spiritual technology 
doesn’t interest you, then DOIT FOR YOUR REJOICE. 

If being part of something bigger than yourself doesn’t fill you with hope 

then DOIT FOR YOUR PORTFOLIO 

The reasons you use to j ustify your investment are. NOT important. 

The name of the spirit that moves you is NOT important. 

What is important is that you are MOVING. 

What is important is that you are BUILDING THIS. 

We HAVE to build this. We’re not out of the woods yet. We couldstill 
k BLOW OURSELVES UP before we build ENOUGH of this thing to 
RECOGNIZE OURSELVES in it. Everything else we have EVER built will 
be for NOT Hi NG if we fail to build this NOW. B uild this. Just BUI LD THIS, 
You came to this lecture becauseyousensed OPPORTUNITY. 
YourINSTiNCT was PROFOUNDLY CORRECT. 
Conversation and multiplayer games are INDEED the KILLER APPS 
of the I nternet. T he Next B ig T hings. TH E T RO J A NHOR5E5. 
Conversation and multiplayer games will attract SCORES of MILLIONS 
to the World Wide Web.they’re easy to understand.They’re compelling 

THEY’RE LOTS AND LOTS OF FUN! 

They will be a POTENT CATALYST for global interactive connectivity. 

They will help to bring us all together, AT LAST. 

They will help to bring us all together, AG AIN. 

Are you ready to be a part of something bigger than yourself? 

Are you ready to suspend your SKEPTICISM and entertain 
POSSIBILITIES ? The POSSIBI LET Y that something ST RANG E and 
WONDERFUL is trying to happen? The POSSIBIUTY that the 
World Wide Web MAY BE ONE of its MANIFESTATIONS'? 

ARE YOU READY FOR THE SHOCK 
OF RECOGNITION? 

The Point A is that WE AREINSTRUMENTS 
of something BIGGER than ourselves. 

We don’t know that this something is. 

But we can feel it. WE CAN FEELIT. 

I call it THE POINTA because the point A 
is to figure out what the Point Ais. 

The Point A is urgently PRODDI NG us 
The Point A is POINTING at ITSELF. 

T he Point A is infinitely small, 
and mathematically perfect. 

The Point A has no volume, but 
it is never SI LENT. 

The Point A has no radius, but 
it is eternally RADIANT. 

11 is the SHI Nl NG VOID. T he EMPT Y SOURCE. 

It is expanding and contracting SI MULT ANEOU5LY. 
It is ALL-ENCOMPASSING, and COINCIDENT 
with EVERY other Point A in the UNIVERSE. 

T he Point A fe that 
THERE ARE NO COINCIDENCE?- 
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THE POINT ▲ IS THAT OUR HAND IS BEING GUIDED. 

THE POINT A IS THAT OUR ATTENTION IS BEING FIXED. 
s\x ATTENTION. ATTENTION. „ 

THE POINT A IS NOT FAMILIAR. 

THE POINT A IS STRANGE. WA 
THE POINT A IS OTHER. m 
„ IS NOT CONTINGENT UPON ANYTHING. 

NOT EVEN ITSELF. , fi 
IT IS THE FIRST CAUSE. 

THE PRIME MOVER. 

THE POINT A IS EMERGENT. 

IE POINT A IS AN EMERGENCY. 

EMERGENCY! ATTENTION! 

THE POINT A IS ON FIRE! 

THE POINT A IS INEXTINGUISHABLE. 

THE POINT A IS THE BURNING BUSH. 

THE POINT A IS THE I AM. 

THE I AM. 

THE POINT A IS NOT GOOD. 

THE POINT A IS NOT EVIL. 

THE POINT A IS NOT EVEN INDIFFERENT. 

POINT A SIMPLY IS. THE POINT A IS. 

POINT A IS NOT AN OBJECT OR A NOUN. 

THE POINT A IS A VERB. 

THE VERB IS TO BE. 

THE POINT A IS BEING. IT IS BEING. 

POINT A IS THAT WE DON'T HAVE TO BE ALONE ANYMORE 
THE POINT A IS THAT WE HAVE NEVER BEEN ALONE. 

THE POINT A IS THAT WE CAN ALL BE- 

THE POINT A IS THAT WE ARE ALL 
THE POINT A IS THAT WE ARE ALL 
THE POINT A IS THAT WE ARE ALL 

FIX YOUR EYES 
UPON THE POINT A 
AND TOGETHER 
WE WILL ACHIEVE 
ATTFNTION. 







